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With the continuous development of the computer technology，makes the manufacture 
of the interior effect picture get out of  the former onerous manual drawing，and makes it 
easy to alter，shorten the time of it’s production cycle, more intuitive to express it’s design 
scheme,provide more possibilities for the creation and the performance. People are 
becoming more and more dissatisfied with the simple manufacture and the performance，
but to simulate and represent the real world,pursue the acme of the light and shadow 
performance. In that way,larger precision of the Model Building,more detailed chartlet, 
reasonable lighting setups,and the final rendering effects decide the accuracy of a piece of 
interior effect picture.Renderer is the core part of the 3D engine，it completes the job of drew 
the 3D model to the screen. 
This article combine the technical points of the VRay renderer and the corresponding 
effect picture in real life as the starting point, through the analysis of principle of light in real 
physical world,the type or material,the working principle of the camera, combine these 
principles to analyze the functions of the VRay rendener，In the first place,the article 
analyzes how the whole situation light engine of the rendener simulate the 
Radial-Transmission briefly,include four calculation engines at the primary bounces and the 
secondary bounces of the VRay renderer,and their respective features and advantages of 
three graphics sampler(anti-aliasing). To the VRay renderer simulate the natural light and 
the artificial light and various light,how does the VRay renderer simulate the diffuse 
reflection , the reflection and the refraction effect in the real world ,rticle analyzes these one 
by one,and sketched the technological base of the physical camera of the VRay renderer. 
In the meantime,this article start from the practical use, combine the  living example in 
living room design of household，utilize the VRay renderer to present the specific 
application of interior performance chart completely,make the rendering interior 
performance chart insure the speed of the render as well as the finally render quality，solve 
the problem of the effect picture rendering detached from the real and  only apply the 
parameters mechanically， enhance the artistry and the theoretical property that use Vray 
renderer  to render the interior effect picture. 
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目前，世界上出色的渲染器很多，如 SPIVTTER FISH 公司的 Brazil 渲染器，
Cebas 公司的 Finalrender 渲染器，Autodesk 公司发布 3ds Max 7.0 时整合的 Mental 
Image 公司强大的老牌渲染器 Mentalray（之前 Mentalray 渲染器是独立的渲染器
插件），还有后面要讨论到的 Chaos software 公司的 Vray 渲染器。 
VRay 渲染器是保加利亚 Chaos software 公司开发的模拟真实光照的全局光
渲染器（Global Illumination），VRay 渲染器渲染速度迅捷，比 FinalRender 渲染
器的平均渲染速度快了 20%，成为目前室内设计师和 CG 工作者 青睐的渲染引
擎之一。VRay 渲染器兼容诸多三维主流软件的版本，如 VRay for 3ds Max、VRay 
for Maya、VRay for  Sketchup、VRay for Rhino 等，为不同领域的优秀三维软件
提供了逼真的图片和动画渲染，方便使用者制作渲染优异的作品。 
1.2 研究现状 









































自特点和优势；对 VRay 渲染器模拟自然光与人造光的各种灯光，和 VRay 渲染
器如何通过各类材质模拟真实世界的漫反射、反射、折射效果进行逐一分析；并


































一分析；并简述了 Vray 渲染器物理相机的技术基础。 
第四章用一个 VRay 渲染器模拟自然光和人造光结合的实例场景，来分析
VRay 渲染器的灯光、材质、渲染到 后出图的工作流程，实现 VRay 渲染器模
拟真实的室内效果的应用研究。 




























钢笔都是用来表现手绘效果图的工具，1993 年出现了 3ds Max 的前身 3DS,后来
逐渐发展为今天的 3ds Max2013 版本，并与 1990 年正式发布的 Photoshop，发展
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